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Dallas Select Football League

FOOTBALL POLICY & PROCEDURE GUIDE

I.  AUTHORITY
The Dallas Select Football League (DSFL) program is conducted by authority of the Board of Directors consisting of elected leadership from the inaugural members of the league consisting of Rockwall, Rowlett, Texas Tigers, Richardson and Lake Highlands football programs. These bylaws were adopted March 19, 2006.

II.  PURPOSE

The purpose for which this program is conducted is to promote the highest ideals of sportsmanship, fellowship, and Americanism by providing fun, recreation, and competition by voluntary participation.  In no way is this program intended to hinder the school athletic programs, but rather it is intended to give all eligible boys and girls the opportunity to participate in the American tradition of football.  

III.  ADMINISTRATION

A.
LEAGUE PRESIDENT
1.
Full authority and responsibility for administration and conduct of the Dallas Select Football League Program within the bylaws. 
2.
The League President is responsible for ensuring that the following are placed on file with the DSFL Board:



(a)
Playing schedules;



(b)
Plan and moderate league meetings



(b)
Preparation, presentation and facilitation of league rules, and


(c)
final standings by won-loss record.
3.
If League President is not present or unable to fulfill the duties of the president, the 1st Vice President shall serve as League President.

B.
1st VICE PRESIDENT

1.
Responsible for the development of the season playing schedule.
C.
2nd VICE PRESIDENT


1.
Responsible for the oversight of the league website.
D.
TREASURER


1.
Oversight of any league financial transactions.
E.
PROGRAM DIRECTOR

1.
Responsible for the oversight and development of the team program; flag

through the 3A division.
2.
Shall be the official team representative at league meetings.
3.
Responsible for all documentation that is to be submitted to the league and program coaches.
F.
HEAD COACH & Assistant Coaches
Each program is responsible to maintain their own head coach and assistant coach contracts and background investigations. Each program, must abide by the following coaching requirements:
1.
A Head Coach shall be responsible for administration of all matters pertaining to his team.  The Head Coach shall accept the responsibility for actions of his team, assistant coaches, and fans.

2.
No more than six (6) Assistant Coaches and/or water person(s)/trainer(s) shall be designated by each Head Coach.

3.
There must be a minimum of two adults in presence at any team function, at least one being a DSFL Program-registered head coach or assistant coach, and the other being an adult of age 18 or older.
4.
Whose coaching assignment of a previous season or other sports program has not been revoked for violation of these rules or for unethical conduct as a head or assistant coach.

5.
There shall be no use of tobacco products on the practice or playing fields at any time.

6.
Use of alcohol or drugs in not permitted at any DSFL function. It is also unacceptable for anyone representing the leagues to appear at any DSFL function under the influence of drugs or alcohol.

7.
Assistant coaches must adhere to the same policies required of the head coach.

G.
FOOTBALL POLICY BOARD

A Football Policy Board or Special Committee may be established by the Board for the purpose of hearing appeals and securing guidance in conduct of the program through recommendations and opinions from those knowledgeable of the football program, its activities, and its problems.  

H.
CHIEF OF OFFICIALS
A Chief of Officials, appointed by the Board, shall be responsible for administration of matters directly relating to all officials working scheduled league and playoff games, such as assignment of game officials, conduct, rules clinics, and similar matters.
I. MEETINGS

All Board Members, Program Directors and Coaches shall attend scheduled meetings on time. Any unexcused absence or tardiness shall be constitute a $50.00 fine per incident from post season playoff and super bowl revenues.
J. DSFL GAME OFFICIALS
Game officials are contract employees of the DSFL. They will operate under NCAA rules, DSFL rule exemptions, and at the discretion of the League Board and Home Team Program Director.
IV.  ELIGIBILITY
A.
PLAYERS
Boys and girls are eligible as players in the DSFL football program who:
1.
Meet the age criteria for the DSFL.


(a)
Flag 4, 5 and 6 years old

(b)
1A – 7 & 8 year old


(c)
2A – 9 & 10 year old


(d)
3A – 11 & 12 year old


Age is determined by the player’s age as of August 1st prior to the current fall season of play.
2. Have completed the registration certification, weigh-ins and contractual requirements of the DSFL.
3. A player may play “up” a division but never “down” provided that the head coach of that level deems the player capable of competing at the higher level. Once the player has competed at the higher level, he may NOT move back down and compete at the lower level again that season. This is only applicable to players 9 years of age and older.
NOTE:  PROGRAM DIRECTORS & HEAD COACHES ARE SOLELY RESPONSIBLE FOR DETERMINING ELIGIBILITY OF ALL PLAYERS LISTED ON THE OFFICIAL TEAM ROSTER AS SUBMITTED TO THE DSFL. FALSIFICATION OF PLAYER REGISTRATIONS OR ELGIBILITY IS GROUND FOR DISSMISSAL OF THE PROGRAM DIRECTOR, HEAD COACH, OR ENTIRE TEAM PROGRAM.
B.
TEAMS
Teams are eligible for competition in league and playoff games when they have met the following requirements:

1.
are composed entirely of eligible players and coaches, assigned according to the provision of Section VII, and

2.
have placed on file with the DSFL Board a copy of their player certification book (see Section VII.F.2.).

NOTE:  IF AN INELIGIBLE PLAYER IS DISCOVERED ON A TEAM, ALL GAMES IN WHICH THAT PLAYER PARTICIPATED DURING THE PERIOD OF INELIGIBILITY WILL BE FORFEITED. THE PLAYER AND HEAD COACH WILL BE DISMISSED FROM ANY CURRENT GAME BEING PLAYED.  THE INCIDENT WILL BE REOPRTED TO THE DSFL BOARD FOR FUTHER REPERCUSSIONS OF THIS RULE VIOLATION.
C.
QUESTIONS OF ELIGIBILITY

The DSFL Board shall be the judge of concern in all questions of eligibility.
D.
EJECTION AND SUSPENSION
1.
Players or coaches may be ejected from the game by a game official for violation of the rules under which the game is played if so provided for in the playing rules.
a.
Players must leave the field and thereafter be accompanied by their guardian after ejection.

b.
A coach who is ejected must leave the stadium.

2.
Whenever a coach is ejected, the head coach or program director shall report the circumstances thereof to the DSFL President or 1st Vice President within 36 hours.  A player or coach may be suspended for violation of these rules, poor sportsmanship or because of more than one game ejection.  

3.
The DSFL President or 1st Vice President may temporarily suspend a player or coach after an incident is reported to him.  A hearing must be held before the next scheduled game.
4. Any further suspension shall require a hearing before DSFL officials, consisting of the Team Program Director, Head Referee Official, League President (or 1st Vice President) and the DSFL Policy Board.  Unless otherwise requested by the person involved, the hearing shall be held and a decision shall be rendered and announced before the temporary suspension has expired.  A request for delay or failure to appear at a hearing shall be considered a waiving of the decision by the person involved.
5.
Program Directors, Coaches and players may request an appeal hearing on decisions to the DSFL Policy Board.

V.  REGISTRATION & CERTIFICATION
A.
PLAYERS


Player's registration shall be:

1.
Conducted during the time period and in the manner specified by the league guidelines and timelines,

2.
Initiated by a player and parent or guardian by completing the registration form furnished by each team program specifically for this purpose, and

3.
considered official for a player only when the completed player certification registration form is on file with the DSFL.

Certification

1.
Each player must attend the preseason certification registration conducted by the DSFL to be eligible to play the upcoming season.

1.
Players must at a minimum wear t-shirt, shorts, and socks during certification.

2.
All player photographs must be shot on digital cameras and placed on the DSFL official certification page presented at certification. All pages must be produced on white paper. Photographs taped on the certification page are unacceptable.
VI.  CONTRACTS
A.
PLAYERS
Each DSFL Program will provide each player an official player's contract, which must be:

1.
Completed by the player and his/her parents or guardians and delivered, prior to participation in any team tryout or workout, into the custody of the teams Program Director or Head Coach for retention until the end of the playing season.
VII.  ORGANIZATION OF TEAMS
A.
PROGRAMS
Programs shall be formed of teams having players of like age as follows:


1.
Flag


Ages 4, 5 & 6

2.
1A


Ages 7 & 8

3.
2A


Ages 9 & 10

4.
3A


Ages 11 & 12 
Age is determined by the player’s age as of August 1st prior to the current fall season of play
B.
BALL CARRYING WEIGHT

1.
Flag

N/A


2.
1A

100 pounds


3.
2A

120 pounds


4.
3A

140 Pounds

Playing weight will be established at the preseason team player certification registration and weigh-ins. Players weighing in above the weight maximum will be ineligible to carry to football other than the case of a defensive fumble recovery. An offensive fumble recovery by an ineligible player other than a defensive lineman is dead at the spot. All interceptions are dead at the spot when caught by an above weight limit player. Players over the official ball carrying weight shall be signified by league marking on the back of their game helmet and signified on the player certification book. The marking shall be a square, black 3” X, on white reflective background.
C.
DIVISIONS
Divisions may be formed within the league in order to facilitate scheduling or as otherwise necessary.  Insofar as possible, divisions shall contain an equal number of teams divided by geographical area.
1.
Once a player has been certified to play for a team if that player is dismissed or leaves that team for any reason the player is not eligible to play for any other team in the league for the remainder of that season.
2. Players may not be added to a team after the player certification has been completed unless a vote of the entire board allows additions based upon;
(a) The emergency needs of a team to have enough players to field a team, or

(b) The addition of players in special circumstances such as was presented by hurricane Katrina.
D.
ROSTERS

1.
At the pre-season team program certification registration and weigh-in, each team shall present the DSFL an official team rooster book with each player’s current digital photograph and birth certificate. An “original copy” of the birth certificate shall be presented and the certification and will be immediately returned to the player after certification.
2.
Each division coach must maintain a second copy of the official rooster book with the team at every game. The book shall be a compilation of all teams in respective divisions and will be provided by the DSFL.
VIII.  TEAM MEETINGS, PRACTICES, AND GAMES

A.
STARTING AND ENDING DATES
Team programs may initiate contact and recruit players at any time during the year, however, no practice in preparation for the fall DSFL season of any form shall occur until July 1, 2007 in conjunction with league insurance.
B.
NUMBER OF ACTIVITIES
1.
There are no league limitations on team meetings and practices.

2.
No team meeting or workout shall exceed two (2) hours in duration if the following day is a school day. All team meetings must end no later than 8:30 PM on school nights.
C.
GAME  DURATION
1.
Games shall be played according to the following time limitations:


Flag Division – 4 ten min. quarters (Running Clock)

1A  Division – 4 ten min. quarters (DSFL Regulation Clock)


2A   Division – 4 ten min. quarters (DSFL Regulation Clock)


3A  Division – 4 ten min. quarters (DSFL Regulation Clock)
2.
Coaches shall exercise special vigilance of player condition during workouts and games conducted during extremely warm or humid conditions.
3.
The first week of practice for any team shall be held without protective equipment other than helmets.  Conditioning should be stressed.

4.
Contact is prohibited until full protective pads are issued.

D.
EQUIPMENT
1.
Player equipment should be worn for all contact practices and games.  

This equipment consists of:  helmet, chin strap, mouthpiece, shoulder pads, pants, two knee pads, two thigh pads, one tail bone pad, two hip pads, and for games only, a game jersey.
2.
The Flags for the flag division shall be purchased from the DSFL only.
3.
Flag players have the option to wear knee, hip and thigh pads.
4.
Game Balls shall be:

(a)
Flag & 1A– Wilson K2

(b)
2A  – Wilson TDJ
(c)
3A – Wilson TDY.

5.
Any helmet face shield shall be clear so that game officials may have a clear view of player’s eyes to detect possible medical conditions that may become apparent through the players gate.

E.
GAMES
1.
Number of Games

Each league division shall contain not less than nine (9) nor more than ten (10) full practice, regular league or play-off games unless weather conditions require a shorter schedule.
2.
Special Provisions for Games

(a)
Any comment by any coach, player or player's parent regarding officiating shall be directed privately to the Chief of Officials or the Football Commissioner.  

(b)
Only team members and six (6) assistant coaches or water/trainer persons may be on the bench during the game. Coaches must wear like shirts. If a coach is absent, the acting coach may recruit help from any available person if that person has not been declared ineligible by the Commissioner.  The Head Coach is responsible for the conduct of his team's coaches, players and players' parents during a game.  (See Section X.E., Verbal Harassment.)
(c)
Ineligible Participants:  An ineligible team or a team having any ineligible members shall forfeit all games played during the period of ineligibility.
(d)
A 15 yard sideline violation will be accessed for violating the maximum total of seven (7) coaching or water/trainer person allotment on the sideline.
3.
Games must be played in a stadium that has:

(a)
bleachers

(b)
working clock with operator

(c)
public address system with announcer

(d)
restrooms
(e)
concessions
(f) caulk or painted field yard lines

(g)
first & ten, down markers (1st & 10 and down markers will be operated by the visiting team)
(h) benches for both the home and visiting teams to sit on the sidelines.
(i) equivalent field conditions on both sidelines. If one side of the field is unusable or damaged, the home team shall occupy that sideline or in the case of extremely poor conditions, the 2 teams will share a sideline with the 50-yard line separating the teams

Teams that violate this policy will be fined $100.00 per incident during the regular season of their gate receipt due from the playoffs and championships for each infraction. (i.e., on a particular game day there are no concessions and game clock provided by the home team. That home team is fined $200.00 at the end of the season for the infraction for that particular game day).
4.
Home teams may charge gate admission fees of no more than $2.00 per adult (13 years old and up), $1.00 for children (5 to 12 years old) and birth to 4 years old free of admission.

5.
The DSFL will charge $5.00 for adults (13 years old and up) and $2.00 for children (5 to 12 years old) for the pre-season, playoff and super bowl games. After game expenses, these fees will be divided among the league teams with the exception team fines and a 10% retainage to the DSFL as necessary for operation expenses.
6.
The home team will provide to the officials one (1) game ball for each game and have one (1) game ball in reserve for use if needed.

7.
Home teams are responsible to report the scores of all home games to the DSFL by the following Monday of each game.

8.
Music played at stadiums during DSFL games must not be inappropriate, be of any sexual content or connotation.

9.
No music or audio sounds including any announcing may take place after the offensive team comes to the line of scrimmage and continue until the official whistles the play over.

10.
Announcer may not provoke, or comment game action until after a play has been completed.

F.
TEAM PHOTOGRAPHS
1.
Team photographs are optional but recommended. Each team is responsible for securing their team photographer and or company.
2.
Teams must notify the ref of their team photographer being on the field during the game. Photographers must stay out of the way of game play. If the team photographer interferes with game play, that team shall be penalized.

3.
No team may have more that one (1) video and one (1) still photographer on the playing field at any time.
G.
POSTPONEMENTS

1.
Games may be postponed prior to their start by the officials as a result of weather or field conditions.  

2.
After a game has been started, playing rules shall govern shortening or stopping a game.  

3.
Games may not be postponed or rescheduled by mutual agreement between coaches.
4.
Regular league games shall be rescheduled by the Football Commissioner.
H.
GAME OFFICIALS

1.
Game officials shall be assigned by the Football Commissioner or Chief of Officials.
2.
Three-man crews (referee and head linesman) shall be used for regular games in all divisions.  Four-man crews will be assigned to playoff and championship games in the all divisions.

3.
The rules of football do not provide for protests of any actions of officials except during a conference requested by the coach during a game (a time out is charged if the coach is overruled).
4.
Coaches will submit their officials game rating to the DFL by the following Monday of each game.

5.
Game Officials with higher ratings will be selected to the official playoff and championship games. Those Officials will receive higher compensation at each post season level as a reward for their services.
6.
The DSFL board will contract with an official inspector that will rate and report to the DSFL and Chief of Officials as to the performance of game officials.
I.
GAME TIES
The rules of the university Interscholastic League will be adhered to in situations of playoff or championship games with the modifications as follows: (a) Flag Division - Winner of coin toss at end of regulation will begin play at opposition’s twenty (20) yard line.  Team on offense will be allowed chance to drive for touchdown as long as there is no turnover in play or turnover in downs.  Upon end of series the defensive team is awarded ball at opposition’s twenty (20) yard line and given same opportunity as the opposition.  Winner will be determined by the team scoring the most points after both teams given equal possessions.  (b) In 1, 2 & 3A Divisions - Winner of coin toss at end of regulation will begin play at opposition’s twenty-five (25) yard line.  Team on offense will be allowed chance to drive for score as long as there is no turnover in play or turnover in downs.  Upon end of series the defensive team is awarded ball at opposition’s twenty-five (25) yard line and given same opportunity as the opposition.  Winner will be determined by the team scoring the most points after both teams given equal possessions. If multiple ties have been played a half-time type break may be declared to give players a rest before continuing with the tiebreaker sequence.
J.
INSURANCE
1. The DSFL will arrange for a combined liability and accident insurance plan to cover each team in the DSFL season.
2. All participants shall participate entirely at their own risk. All organizations enter the DSFL with the full understanding that this is a contact sport.

3. Purpose of coverage: This insurance will pay doctor, hospital and other medical bills typically associated with injuries to insured players, cheerleaders, drill team members and volunteer adults only after their primary medical insurance benefits have been exhausted.

IX.  STANDINGS AND AWARDS
A.
STANDINGS
1.
Standings in each division will first be determined by season record.

2.
Standings which result in ties will be determined by the number of points earned for each designated league game on the basis of a +14/-14 basis. Each point scored on an opponent up to a maximum of 14 point shall be added to the wining teams point count. The same number of points up to a maximum 14 points will be subtracted to the losing team point count.

3.
First place in the standings shall be awarded to the team with the best record or the greatest number of points.
4.
Insofar as practical, ties in points in the standings between two teams which affect the playoffs shall be settled by an extra game.
5.
Ties will first be determined by a head-to-head tiebreaker.

6.
Ties from head-to-head will be determined by point differential.

7.
Ties by this point will be determined by a coin flip.
B.
DIVISION PLAYOFFS AND CHAMPIONSHIPS
A champion of each division shall be determined at the end of the season by one or more playoff games. The playoffs will a wildcard playoff between teams ranked #4 & #5. The Semi-Divisional playoffs will be as follows; #1 plays the winner of the wildcard playoff game and #2 plays #3. The winners of the Semi-Divisional playoffs will proceed to the league Super Bowl Championship.
C.
TROPHIES & AWARDS
1.
Individual DSFL Super Bowl Champion and Runner-up t-shirts shall be awarded to all players on the Super Bowl championship team and the runner-up team.
2.
A DSFL Super Bowl Championship ring shall be awarded to the Head Coach and four (4) Assistant Coaches of the league championship team in each division.
3.
One (1) team trophy shall be awarded to the Super Bowl Championship team and one (1) to the Super Bowl runner-up team in each division.

4.
Trophies and/or medallions will be awarded to players in the playoffs and championships.

5.
If economic conditions allow, super bowl rings will be presented to the champions of each division.
X.  UNIFORMS AND EQUIPMENT

A.
PLAYER EQUIPMENT

1.
Each program is responsible for how player equipment is procured.

2.
All equipment must meet federal and state safety guidelines.


3.
Each team must have a home “Color” jersey and an away “White” jersey.
XI.  PLAYING RULES
A.
GENERAL
1.
Playing rules for DSFL football shall be those used by the NCAA games (rules issued by the National Collegiate Athletic Association), modified where appropriate.
2.
Changes may be made in Rule 1 - The Game, Field, Players, and Equipment, and in those procedural rules necessary to fit the age and the ability of the players in the program.  

3.
A list of rule modifications shall be prepared for each league and furnished to each Program Director and to the DSFL Board of Directors for review prior to the start of the season (See Section XI.H.).
B.
PROTESTS
1.
No protest may be filed on judgment calls by the referee.  Only specific protests against league rules will be allowed.
2.
Coaches who wish to lodge a protest must immediately notify the referee.  The referee will note the time left in the quarter and the score.
3.
Protests must be submitted in writing to the President of the DSFL within 36 hours of occurrence.
4.
The President of the DSFL will rule on all protests within seven (7) days.
5.
The decision of the President will be final.
6.
The 1st Vice President will perform these duties in the absence of the Commissioner.  

C.
FORFEITS DUE TO NUMBER OF PLAYERS

1.
Each team must field at least eleven (11) players for the game to be declared official.  Should a team not be able to field eleven (11) players at starting time, plus ten (10) minutes, the game will be declared a forfeit.
2.
Flag games may be played with ten (10) players.
D.
VERBAL HARASSMENT
1.
Verbal harassment of opposing players or referees by the players, coaches or fans is forbidden.  The Head Coach is responsible for the conduct of his assistant coaches, players and fans.  Failure to comply may result in ejection from the game or forfeiture of the game.
2.
Coaches making physical contact with officials constitute expulsion for the season.
3.
The use of profane language shall be considered verbal harassment. Any use of profane language shall result, in the discretion of the game officials, immediate ejection from a game and stadium.

E.
RULE EXCEPTIONS
Playing rules for DSFL football shall be those used by the NCAA (rules issued by the National Collegiate Athletic Association).  Modifications to those rules are as follows:  

1.
Flag Division

a.
Field size is 80 yards in length.

b.
Automatic punt. There is no punting on fourth down unless the team chooses to have a player attempt the punt. No rush rule applies in this case. Otherwise, for a change of possession, the offensive team tells the referee that they choose to punt, the ball is advanced 30 yards down field to be no deeper than the defensive team's 20-yard line, and the ball is turned over to the defensive team.

c.
Point after touchdown (PAT) is one point for running or passing.  

d.
Flag players must wear the official flag helmet, jerseys and football game pants. Hip, tail and thigh pads are optional.
e.
Only flags purchased from the DSFL may be used in this division.

f.
Any player who handles the football and has their jersey untucked is consider down at the spot of contact with the ball.
g.
linemen may block with arms extended and inside the shoulders of the opponent.
2.
1A Division
a.
There is a "no rush" punt rule allowing for the punter to receive the ball from the center and kick it.  For the offensive team to receive the "no rush" protection, the offensive team must tell the referee that they are going to punt.  There is no "fake punt" opportunity in this league. Defense must have 6 players on the line of scrimmage. Once the ball is punted the punting team may release for punt coverage.
b.
This level may also opt for the automatic punt where the ball is advanced 30 yards down field to be no deeper that the defensive teams 20-yard line.
3.
2A Division
a.
There must be a declared punt. There is a "no rush" punt rule allowing for the punter to receive the ball from the center and kick it. For the offensive team to receive the "no rush" protection, the offensive team must tell the referee that they are going to punt. There is no "fake punt" opportunity in this league. Defense must have 6 players on the line of scrimmage. Once the ball is punted the punting team may release for punt coverage.
4. 3A Division

1. All punts are live.

2. All PAT’s are live.

3. No defensive player shall line up over the center on punts or PAT’s.

5. Flag, 1A & 2A  --  EXTRA POINTS  kicked there is no rush.

6. All Divisions  -  Two points if successfully kicked.
One point if run or passed.
7. PUNTS

a.
In punting/kicking situations, teams have the option of a normal punt/kick or declared punt/kick. If they decide to declare a punt/kick, the coach or team captain must tell the referee before you break the huddle. The referee shall announce the coach’s call.   The punting/kicking team has to punt/kick the ball and the defensive team may not rush the punter/kicker. The clock does not run until the ball is touched. If a team does not declare a punt/kick, the defense may rush the punter/kicker but are allowed to raise hands. The referee may only ask the coach if they wish to declare, not if they are punting/kicking, and must do so prior to the offense-breaking huddle. The opposing coach may not ask. Good sportsmanship should be realized in this situation.
b.
Receiving team formation on a declared punt/kick shall consist of a regular 6 man defensive front on the line and a maximum of three players back to receive the ball. Good sportsmanship should be realized in this situation.
If a penalty occurs on a declared punt, then the declaration is removed. If the punting/kicking team retains procession after the penalty and want a declared punt/kicking, they must re-declare. (*Note they still have the option of running a play or running a non-declared punt) Otherwise the defense may rush. Good sportsmanship should be realized in this situation.
8.
Once a team has outscored its opponent by more than 26 points that team will no longer be allowed to kick an onside kick or blitz defensively until the scoring gap returns to within 26 points.

9.
Chop and cut blocks are as prescribed by NCAA rules.
F. INJURIES
1. Player must leave the playing field for one play

2. Players on the opposing team must take a knee in the huddle or remain on the

    sideline. There is a "no rush" punt rule allowing for the punter to receive the

    ball from the center and kick it.  For the offensive team to receive the "no rush"

    protection, the offensive team must tell the referee that they are going to

    punt. There is no "fake punt" opportunity in this league. Defense must have 6 
    players on the line of scrimmage.
G.
CLOCK STOPS (other than flag)
                  1..  First Down

                  2.  Change of possession

                  3.  Injury

                  4.  Penalty

                  5.  Called time out (flag also)
                  6.  Incomplete pass (4th quarter only)

                  7.  35 sec. play clock
                  8.  Touchdown and will restart on ensuing kickoff

                  9. When the 26 point rule is in effect there will be a running clock.

SMU Exception

1.  A regulation clock will be run during the last two (2) minutes of the 4th
quarter. The clock will stop on out of bounds, incomplete passes, quarterback spikes, touchdowns, and PAT’s but will restart as soon as the ball is spotted for play.

H. PLAYING FIELD & FIELD EQUIPMENT

1. Flag teams will play on a field 80 yards in length.

2. 1A through 3A will play on a regulation 100 yard field.

3. All fields must have the yard lines either caulked or painted on the field.

4. Each visiting team will supply volunteers to operate first & ten and down markers.

5. Players footwear must consist of one piece rubber molded shoes and/or tennis shoes. No shoe shall be worn with steel or removable cleats.

6. Mouthpieces are mandatory for all players in all divisions.

I. COACHES ON THE FIELD OF PLAY

1. Two (2) flag coaches may be on the field of play at all times. Once the ball is in play coaches from each team must stand 15 yards away from the play.

2. One (1) 1A coach may be on the field of play at all times. Once the ball is in play coaches from each team must stand 15 yards away from the play.

The coaches on the field, both the offensive and defensive coaches, must stop all on the field coaching when the quarterback starts his cadence. On the field coaching includes, but is not limited to, giving instructions, positioning players, and calling plays (both offensive and defensive). Violation of this rule constitutes “DELAY of GAME”. The penalty will be: 1st offense = warning; 2nd \ offense = 5 yard penalty; 3rd offense = 10 yard penalty; fourth offense = 10 yard penalty and coach ejection.  

3.
Once the quarterback starts his cadence the on field coaches can no longer talk to players in the game.
J. DANCE TEAM & CHEERLEADING RULES AND REGULATIONS
1.
DSFL League dance teams and cheerleaders will be provided the opportunity to participate in two areas of cheerleading & dance team: sideline and competitive. To be eligible for competition squad’s girls must be a registered, active participant in the DSFL sideline program.  Participation in competitive drill team and cheerleading is voluntary and not required of sideline cheerleaders.  

All girls and parents who choose to volunteer for competitive dance team and cheerleading will be required to sign a commitment agreement separate from sideline dance teams and cheerleaders.
Competitive dance team and cheerleading involves a much greater commitment of time and will incur additional fees not included in the initial registration fee.

2.
All dance teams and cheerleaders are expected to arrive on time for every game regardless of weather conditions.  Except in extreme conditions dance teams and cheerleaders will cheer if the game is being played.  The Commissioner, dance team and cheerleading coordinator will make decisions pertaining to canceling a game day performance at game time.

3.
Ages of dance teams and cheerleaders groups will be the same as football players and using the same age guidelines for football players.

XII.CODE OF ETHICS
As a member of the DSFL League are expected and required to act in the best interest of the League and the Kids of the DSFL. You will provide positive support to the League and other members.  League business will be conducted in a professional and ethical manner.  We are here for one common goal, promoting youth football, drill team and cheerleading. Remember, always, that this program is for the boys & girls their safety and welfare must always be paramount with this objective in mind. To set a fine example, all coaches and staff members MUST conduct themselves in a SPORTSMANLIKE manner at all times when they are in the presence of the boys & girls in the program.

To insure the success of the program, guidelines have been adopted concerning the behavior of coaches and their staffs.

How we treat our league defines us as a society as well as a community. We shall honor our league and rules as well as each other. We pledge to meet these challenges. The Honor System at the DSFL exist to foster a cohesive bond of trust among all members of our communities and to instill in our youth honor and respect.
APPENDIX A

Dallas Select Football League

Clock Rules

The DSFL operates under a regulation clock except in the Flag Division.

The clock will stop on:

1. Injury
(starts when player leaves the field)
2. Penalty
(starts after penalty yardage is marked off and ball is spotted for play)
3. Time outs
(starts on the snap of the ball)
4. Change of possession
(starts when the ball is spotted for play)
5. When either team scores
6. Official time out
(starts after the official signals to start the clock)
7. First Down
(starts when the chains have been reset)
8. Incomplete pass

9. Player runs out of bounds

10. Touchdown and will restart on ensuing

kickoff

11. When the 26 point rule is in effect there

will be a running clock.

SMU Exception

A regulation clock will be run during the last two (2) minutes of the 4th quarter. The clock will stop on out of bounds, incomplete passes, quarterback spikes, touchdowns, and PAT’s but will restart as soon as the ball is spotted for play.

The clock will start:

1. When Injured player has left the field or after the team uses a team time out so that that player can stay in the game.

2. Upon hike of the ball after a team time out.

3. After the chains are set on a change of possession.

4. At the point the kicker’s foot touches the ball on a kickoff.

5.  When the official spots the ball and signals it ready for play for all of the above except a team time out.
Flag Division – 4 ten min. quarters (Running Clock except after PAT’s – starts when the ball is spotted for play)
1A  Division – 4 ten min. quarters
2A   Division – 4 ten min. quarters
3A  Division – 4 ten min. quarters
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